Using script

Use "{" DIV macro to have a tag with id
Use {" Three.js macro (Now loads directly from CDN)

Use "{" Javascript Code Segment macro to paste the JAVA Script

Since the update of Confluence's update on Batch.js, there's a lot going on inside it.

So directly injecting javascript in page is not recommended, will try to setup Porthole+Express server

example

Three.js demo code from internet

/] Please visit : http://ww. aerotw st.conmtutorials/getting-started-w th-

three-js/

var $cont ai ner;
var canera, scene, renderer;

var pointLight = new Array();
var spheres = new Array();
var spherespeed = new Array();

init();
aninmate();
function init(){

var WDTH = 400, HElIGHT = 300;
var CAMZ = 900;

var VI EWANGLE = 45, ASPECT = WDTH / HEIGHT, NEAR = 0.1, FAR = 10000;

var max_spheres = 40;

$contai ner = $(' #Di spl ayWeb@.' ) ;

renderer = new THREE. WebGLRender er ({ cl ear Col or: 0x000000,

11);

camera = new THREE. Per specti veCaner a(
VI EW ANGLE,
ASPECT,
NEAR,
FAR) ;

scene = new THREE. Scene();

scene. add( canera) ;

camera. position.z = CAMZ;

caner a. | ookAt (new THREE. Vect or 3(0, 0, 0));

renderer. set Si ze(W DTH, HEI GHT);

$cont ai ner. append(renderer. donEl enent) ;

var sphereMaterial = new THREE. MeshLanbert Mat eri al (

{
col or: OxFFFFFF

1)

var radius = 64,
segnents = 32,
rings = 32;
var sphere = new THREE. Mesh(
new THREE. Spher eGeonet ry(
radi us,
segnents,
rings),
sphereMaterial );
scene. add( sphere);

for( var i = 0; i < max_spheres; i++ ){
spher es. push(new THREE. Mesh(
new THREE. Spher eGeonet ry(
radius / (2 +i [/ 4),

cl ear Al pha:



segnents / 4,
rings / 4
), sphereMaterial)

)
spher espeed. push( 0.5 + Math.randon() * 2 );
spheres[i].position.z = - Math.randon{) * 400;

scene. add(spheres[i]);

}

poi nt Li ght . push(new THREE. Poi
poi nt Li ght. push(new THREE. Poi
poi nt Li ght . push( new THREE. Poi
poi nt Li ght . push(new THREE. Poi
poi nt Li ght . push(new THREE. Poi
poi nt Li ght . push(new THREE. Poi

nt Li ght (0x880000) ) ;
nt Li ght (0x008800) ) ;
nt Li ght (0x000088)) ;
nt Li ght (0x888800)) ;
nt Li ght (0x880088) ) ;
nt Li ght (0x008888) ) ;

for( var i = 0; i < pointLight.length; i++ ){
pointLight[i].position.z = 250 + Math. floor(Math. randon() * 60 - 30);
scene. add(poi ntLight[i]);

}

render er.render (scene, canera);

}

function aninmate(){
request Ani nati onFrame( animate );

render () ;

}

function render(){
var tinmer = Date.now() * 0.0005;
for( var i = 0; i < pointLight.length; i++ ){
timer = -tiner;
poi ntLight[i].position.x Mat h.cos( tiner * (1 + 0.3 * i) ) * 300;
pointLight[i].position.y = Math.sin( tinmer * (1 + 0.3 * i) ) * 300;

}

for( var i = 0; i < spheres.length; i++ ){
timer = -tiner;
spheres[i].position.x = Math.cos( timer * spherespeed[i] ) * (100 +
10 * i);
spheres[i].position.y = Math.sin( tinmer * spherespeed[i] ) * (100 +
10 * i);
}
camera. position.x = Math.cos( tinmer ) * 400 ;
caner a. | ookAt (new THREE. Vect or 3(0, 0, 0));

renderer.render (scene, canera);
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